Of 


Fourteen 


Content Warning for: bugs, rot, scopophobia, fire, knives, blood; mannequins, dolls, pollution, fungus, skele- 
tons, claustrophobia, descriptions of body horror and cannibalism, spiders, raw and cut meat, graves 


i ‘be i ing Tone .. fm i 
)\Core M MICS .48i.!....... a figs 5- Seas A eee ter a ee. --- a sigh 


ih, * 
Ih i. = Despair ait. Tt 
: ia J e 7 : = 


ditions. 
tof Hon KIX we 


er Creation 
s 


pen 4 


Wen Hy 
Fear Flare! encanta soos “¢ ae 


A New Fear? .a.48... ET a eeeeees 


i 


Fe ars As One 


-"4 
-_ 


; WE 


©6Gbe World 


The world of Flaw of Fourteen is based entirely on the world of The Magnus Archives, 
an anthology horror podcast by Rusty Quill, written by Jonathan Sims, produced by 
Alexander J. Newall, and licensed under a Creative Commons Non-Commercial Attri- 
bution 4.0 International License. This means that this book is not and should not be 
used for profit in any capacity, and as stated owes its world to The Magnus Archives, 
though this book will provide a description of the world if one has not listened to the 
podcast. 


This game and book was designed and written by June Turbeville. 


Our World is somewhat-secretely ruled by Fear Entities, categorized into 
different beings through the attempt at understanding these other-worldly entities 
from the perspective of mankind. For ease, this book will rely on the primary catego- 
rization of Robert Smirke, with 14(15) primary fears. 


This is intended to be a horror rpg, and therefore will usually entail graphic descrip- 
tions of all sorts of terrifying things. This also depends on the guidelines and limits 
defined by individual groups. The rpg is best played with the most gripping and re- 

volting descriptions you can imagine, but it is up to player and GM discretion. 


Safety and 
Consent 


This game and book features and describes horrific things as it is, at its center, a horror 
rpg. Each person and each group will have a different line and level of horror that they 
can handle, and it is best to discuss this far before the game even begins. Be sure to set 
boundaries on the content and level of description that each person is able to handle. A 
good start to looking at this is the TTRPG Toolkit by Kienna Shaw and Lauren Bryant-Monk, 
which can be séen at bit.ly/ttrogsafetytoolkit. 


Be sure to talk through each player's Lines, Veils, and whether there are certain conditions 
to including specific horrors and topics within the game. 


Deciding Gone | ee £ 


Similar to deciding boundaries before the game in terms of topics, also talk with your 
group about what tone you want the story to take. Are you going into it very seriously with 
heavy role-playing, or is the tone lighter despite the many horrors the story will come 
across? Without a clear declaration of what each player and GM expects, there will be more 
points of tension during play. 


This is crucial for something like this rpg, which focuses itself around a darker subject and 


tone generally. Both lighter and darker tones can work equally well with this game’s frame- 
work, but be clear about which is expected. 


,* 
-_ .. = i. ; 


A 
- Despair 


Every time you as acharacter or a group are faced with a horror or lose hope, have every- 
one roll Withstand, and anyone who fails, marks Despair. This is an ongoing trait that can 
only be soothed by positive interactions with those you care for(Comfort), or by leveling. 
Despair carries between scenes and even sessions. 


Too much despair results in your character losing their humanity and the GM takes over 
the character. If a character reaches a total of 16 despair, you lose control of your charac- 
ter, and they become an Avatar, an NPC, instead. 
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(Marks and Despair 


Marks, explained on page 12, are lasting either physical or mental influence from one of the 
Fears. In exchange for despair (generally 3-4), your character can gain abilities related to 
that despair, like abilities of a certain power/fear. Whenever your character uses that pow- 
er, you mark despair. 


With each count of 4 despair, the GM can compel your character to do something, which 
takes a WIL roll to prevent. 


(Doves 


Roll 2d6 any time you are making a Move, or the GM requests it. 


10+ is acomplete success, with rarely any complications. 7-9 is a partial Success, as 
the PC achieves what they set out to do, but at a cost or with a complication. Ona 6 
and below, it is generally a failure, but up to the GM's discretion, if the PC succeeds 
it is usually either not the best idea because of some unforeseen reason, or it Suc- 
ceeds with an issue or complication. 


Each time you roll a 6 or below, mark experience. 


On a special fail, through rolling two 1s or rolling a 2 and a 1, the player character will 
take a Condition determined by the GM. 


Helping 
Before someone else rolls for any action, the other players - up to two - can roll to 


help the other person. 


Same rules apply as standard rolling, a success will add +1 (from each player that 
helps) to the roll you are “helping”. 


You must declare you are going to “help” someone before they roll, and what you are 
doing to help them in-game through role play. 


List of Moves 


Scope It Out (+CUR), like perception, checking your surroundings or a location. 


Research (+CUR), good old googling, looking through a library, trying to gain knowl- 
edge on the Fears. 


Connect the Dots (+CUR), as it reads, try and draw some red-string style connections 
to put together a plan or come to a realization. Also helps with tracking and finding 
your way around some place. 


Talk It Out (+COM), communicating or telling a story, trying to get someone to under- 
stand what you are saying, how well can you explain what's going on. 


Manipulate (+COM or WIL), to push someone (or something) to do something, act 
some way, or be convinced of what you told them. 


Comfort (+COM), to help someone soothe their despair, keep a level head, or reassure 
them in a break between scenes. 


Perform (+CUR, SUR, COM), flashy action moves, distractions, just plain acting. It can 
even include using a particular skill, like lockpicking. What stat to roll with depends 
on what you are attempting to do. 


Duck and Cover (+SUR), stealth and dodging, running and anything that requires agil- 
ity. 


Elbow Grease (+SUR), any time you need muscle to get out of a situation. Punching, 
action, kicking something open, just lifting something super heavy, anything that 
takes muscle. 


Withstand (+WIL), outwitting a horrifying thing, standing strong in the face of some- 
thing scary, resisting the call of something powerful, keeping your head while con- 
fused or scared. Whenever you're confronted with something from the Fears you 
need this. 


Stats 


Communication (COM), anything involving interacting with people, whether it’s tell- 
ing astory, soothing someone, or trying to get them to do something. 


Curiosity (CUR), the stat that gives you knowledge but also pushes you into danger- 
ous situations, used primarily for investigation. 


Willpower (WIL), helps to keep your mind in confusing and horrifying situations, 
along with occasionally force people to do something. 


Survivability (SUR), anything physical that keeps you alive and moving, sometimes 
even fighting. 


Conditions 


Heavy failure triggers conditions, rolling snake eyes or simply a one and a two. 
Conditions provide a negative modifier to your stats, either temporarily or perma- 
nently depending on the severity of the in-game situation. E.g. having a mental 
breakdown vs losing a limb 


Having an excess of despair results in Losing Yourself, a condition in which your 
willpower modifier drops steadily, creating a quick spiral to losing your character. 


The GM can choose which conditions to apply or whether they want to apply condi- 
tions at all. The condition can be anything the GM can think of, but are generally a 
negative modifier to the player’s stats, between -1 to -3. These are used to increase 
the pressure and danger of the situation. 


The next page contains some possible ideas of conditions and what they entail. 
They are nota Strict list, but simply a jumping off point for GM creativity. 


List of Conditions 


Losing Yourself: Increasing negative modifier to willpower 
12-13 despair, -1 
14-15 despair, -2 
16 despair, character lost 


The following Conditions are concepts, as the actual Condition and their actual negative 
modifier can be altered to fit the individual game or scene as the GM pleases. The variety 
of tone within the situations, settings, and scenes of this game emphasizes heavily the 
flexibility of punishments. 


Injury: Could be temporary or permanent, depending on the severity of the scene in which 
the Condition is used. Usually something that in-scene would be detrimental, and may or 
may not be given a scene later to be healed. 

Minus to Survivability 


Defeated: Also known as Hopeless or Reckless, this usually occurs when your character is 

hit with a large amount of despair at once, or faced with something that seems impossible 

to deal with. Usually cannot be solved unless given a scene and properly Comforted. 
Minus to Curiosity 


Shock: Temporarily rendered mute or struggling to speak due to shock or trauma. Often 
stunned in the scene. Sometimes solved after Comfort, the duration of this Condition’s 
effect varies. 

Minus to Communication 


Terror: Temporarily scared witless, unable to properly mount mental defenses against 
what is happening. Easily solved by Comfort. 
Minus to Willpower 


Character 
Creation 


Classes 


NDuncted you are being continuously pursued by generally a single fear instead of 
a single event. This is rare, as it is hard to have this happen and to survive, often only es- 
caped through two Fears pursuing you at once, and using one to fight the other. 

You start with one Mark and 6 Despair, along with +1 to Duck and Cover. 


(Dournincsomeone close to you was taken by the Fears, and you came into this 
world for them, for their memory. You have an unawareness of the fears as a whole, but are 
very knowledgeable about one in particular. You can choose whether to be out for revenge, 
curious over what happened, or avoidant entirely. 

+1 Withstand, -1 Comfort 


Conscri @leyou get the feeling there is something deeper, something happen- 
ing either around you or to you. You don’t know what it is yet, and you feel like there are 
a host of problems about to arrive. You have been, without your knowledge, chosen for 
something. 

Start with two Marks and 4 Despair, -1 Withstand. 


NDescient unknowing of the true depths of the world, lacking knowledge about the 
fears, you are the closest to humanity. This gives you advantage in relations with other 
people, and to a certain extent can be balanced equally between fears. You are immune to 
the animosity between the fears, unlike those that are beholden to one, and will not usually 
be nearly as effected, even after marked. You have lower ability - lack of supernatural pow- 
ers, but higher humanity and communication. 

+1 Comfort, -1 Connect the Dots. 


Questing you found out about the fears, and now you've made it your life’s work, 
whether that work is one of the fears, or all of them. Similar pride to academics that are ab- 
solutely sure they have worked out what is going on through logic --often leading to per- 
haps a bit too much hubris. 

+1 Research, -1 Elbow Grease or Duck and Cover. 


11 


= 


(Darks 


If your character has a particular run in with a Fear that touches them, personally, 
mark 4 additional despair (GM discretion) and take a Mark. Each time you use a pow- 
erful ability from a Mark, take Despair. 


The marks are as follows: 


Buried Will have animosity with Vast. Their avatars will hate you on sight, and 
will try and kill you. You have the abilite to paralyze and suffocate others for a brief 
moment, and you do not need air underground. 


Corruption you can call upon bugs and rot, and accelerate aging of organ- 
ic things. Animosity with Desolation. 


Dark you can darken or blackout a room temporarily, and you can see in any 
darkness. Has an animosity for Desolation. 


Desolation you have heat resistance but a weakness to cold/water, and 
your body is incredibly warm at all times. You are also able to set things on fire. Has 
an animosity for Dark. 


End You are immune to most fear abilities, and have a +1 to Withstand. 


E ©@ You are occasionally able to see through others’ eyes, and +1 to Scope it Out. 
Yod can alsoforce people to answer questions, though after they will usually know 
they have been forced. 


Flesh Like a contortionist, you can bend your bodies and others, twisting skin, muscle, 
and bones however you please. You can heal others’ broken bones and flesh. Has animosi- 
ty with Slaughter. 


Duncyou can transform into a wolf once a day, and have +2 Duck and Cover while 
transformed. You can generally notice if someone else is Marked or is an Avater on sight, 
and have a hatred for those that are. 


Lonel: You can briefly create fog that will obscure and isolate anyone, and can disap- 
pear and practically become invisible once a day. 


Slaughter vou can go into rage like a barbarian once a day, feel no pain and +2 to 
Elbow Gréase while in rage. Has animosity with Stranger. 


Spiral you can create temporary illusions for non-organic objects, and disguise your- 
as any other human person. Has animosity for Eye and with Hunt. 


Vast you can briefly induce vertigo for sentient beings and stun them, and are incred- 
ibly comfortable with heights. You are also lighter than a normal person. Has animosity 
with Buried. 


W eb You have bonus +2 Manipulate rolls, and can naturally have a sense for others’ 
Threads. 


Extinction Intentionally or unintentionally, you have a way of breaking every 
piece of technology you've ever laid hands on. 
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Threads are links between characters or between a character and an object/loca- 
tion, which give characters an explicitly stated connection that can be a weakness 
ora strength. They can be anything as long as they are specific and tailored to the 
character. For example, “Local knowledge” or “Antique expert” or "Old college room- 
mate”. There are usually a maximum of 3 threads, but they can be changed over 
time, as long as the change is matched by a sufficient narrative turn for the charac- 
ter. Often it is easiest to only start with one or two threads and add more later on. 


Threads should be things that are core to the personality of your character and their 
journey, something that sticks with them, but still very specific. They are not some- 
thing your character could disregard flippantly, it is something that they would not 
be able to resist involving themselves in. 


Using Gbreads 


Whenever there is a situation where the character’s thread is related, they should 
act in accordance with their thread and character. For example, if your character is 
an “Antique expert” they would both be able to appraise antique things more accu- 
rately, and would become distracted by shiny things. 


The character still rolls, but their thread will either benefit or hurt them in this situa- 
tion, like adding and subtracting modifiers - the actual amount added or subtracted 
would be agreed upon between the player and the GM (usually 1 or 2). 
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Person 

e |Don’t Know You: prentending very hard not to know someone who knows you and 
keeps finding you 

e Remember That Time: an old buddy you haven't seen in years, you only have old memo- 
ries together 

e Could Be Related: probably an uncle or a nephew of yours, or something like that. 
You've seen them at family gatherings. 

e Drinking Buddy: what it says on the tin, you know each other’s deepest fears but you 
can't remember their name. 


Place 

e |Rule This Town: part of acommunity council, related to the mayor or are the mayor, 
something like that. Big fish in a small pond. 

e Like the Back of My Hand: you've lived here for years, and know everything about it, at 
least the places you go often. 

e | Know The Underground: whether it’s the subway system or the sewers, you know your 
way around. Getting lost without sun is for chumps. 


Thing 

e Won't Let Go: you've got emotional attachment to this thing, and if it isn’t on you, you 
won't be going anywhere. If someone can’t see it on you, you've got it hidden some- 
where. 

e Job Related: is this thing actually a part of your job? Probably. Should you be carrying it 
around? Probably not. 

¢ Could Help: might be useful, might not. Regardless, you’re carrying it around. 

e Narrative Importance: whether it’s a part of your backstory or a key object for the story, 
you aren’t quite sure, but you’re certain it’s important. You just know it. 


Leveling 


After reaching 6 experience, your character can level up, meaning they have the option to: 
Take a Mark &3 despair. 

Reduce Despair by 3 without a scene or roll. 

Add 1 to a move for a max of 3. 

Remove a Condition (temporary are removed immediately, permanent over time or after 
the scene). 


Game 


Push Nard 
Pull Soft 


As a GM your job is to make a story that you want to tell, but also something that is enjoy- 
able for everyone at the table. After all considerations of what content to use and what 
story you have set, it’s now (for me) the roughest part of GMing, actually playing the game. 


What “push hard pull soft” means is that as the GM you should be putting pressure and 
tension on the player characters, but not the players as much. Of course they should feel 
tension and be involved in the story, but they shouldn’t feel stressed to the point that it is 
no longer fun. Put on the pressure, make a horrifying and difficult situation, and then give 
rewards and a break. 


Ask often. 


Make sure to ask what the players want their character to do, descriptions, or even just fla- 
vor. The more the players are involved and connected to their characters, the better, even 
if that just means ad libbing some time with whatever book they decide to pick up at the 
library you've put them in. 


This also works for checking in with players about the actual content, making sure that 
they’re alright with the level of whatever body horror, gore, or just grossness that you've 
put in the story. 
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6Q) Moves 


As a GM, you're crafting a story for everyone at the table to enjoy, and that involves 
not only a bit of planning but also a lot of improvisation. The narrative you make 
doesn’t often roll dice, but instead to pose choices and conflicts that the players 
have to face. Whenever a player rolls below a 6, or even if they are just facing a com- 
plication on a 7-9, it’s your job to come up with either a narrative downbeat or an 
escalation of the situation. Never should a player roll and have “nothing happen”. 


There are many moves you can make as a GM, but here are some of the quickest and 
most common: 


Tug a Thread 

Use Despair to Compel them 

Something is after them, or something is lurking 
Create a Time Limit 

Confront something horrible 

Pose two likely options 

Opportunity to use Marks 


Using these moves can be as simple as suddently setting fire to the room, or having 
a security guard or new monster begin to make noise from nearby. 


This is by no means any limit of the available GM moves, but simply ones that are 
most applicable in a variety of situations. The GM can also pose a variety of situa- 
tions that usually force the players to roll a Move, inflict a Condition, or introduce a 
new monster or character. 
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ort Play vs 
ong Play 


This section of the book describes some of the history of the world to help set up a 
custom setting or campaign, and a few examples of what a basic setting looks like. 


To begin with, distinguishing whether your group is playing a single session, a few 
sessions, or an extended campaign, is important in deciding which basic seu you 
want to build from for your own story. 


For shorter one shots or short form play, usually ranging from 2-10 hours, the setting 
will focus on a suspenseful build up to a single large encounter. The players should 
begin with hints of something wrong, go through the process of finding when and 
where the horror they are to confront will be, and then either a final confrontation, or 
a series of smaller confrontations as they build up to a way to either escape or de- 
feat the horror they are facing. 


‘ie 


Longer campaigns require more planning a larger frame of narrative. Usually these 
are concerned with confrontations with multiple horrors, and depending on the style 
of play you or your group are interested in, it could build up to a world-ending horror 
or simply a series of those confrontations. 


In longer narratives there is more space for individual player character development, 
and more attention paid to Threads. This generally means that the GM should focus 
on horrors relating to the players’ characters, or make use of their Threads otherwise 
for more personalized narratives. 


etting Basis 
Singular Fear 


These stories base themselves generally around one of the fourteen or fifteen fears, with 
the players coming across a manifestation of that particular fear. For example, the players 
could have gone skiing and come across an endless ski lift ride, or a tall hill that doesn’t 
ever seem to end as a manifestation of the Vast. 


These are easier for one-off confrontations, or one-shots. They give the players a chance 
to explore before confronting something and choosing to either escape, fight, or some- 
times even accept/join the fear. However, these do not lend much time for character pro- 
gression, or even an in-depth dive into the fear itself. 
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(Dixed Fears 


These stories usually involve a mix of multiple fears, and can work for either short-form or 
long-form campaigns, depending on the story that is told. They can manifest in terms of 
groups of entities feeding in the same place, or as a specific meeting or fight between two 
entities. For example, the players could find themselves exploring an archeological dig or 
a cave, where both the Corruption and Buried have found themselves feeding in the same 
place, and consuming people with both dirt and bugs. 


The mixture of Fears leads to a wider opportunity of ways the horrors can manifest, and 
depending on how long the story or players spend exploring this setting, can allow for 
more research and involvement with the entities. On rare occasions, if given focus, this 
narrative framing can allow for Thread changes and player character development. 
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Rituals 


The Entities or Fears generally do not outright exist in our world, only parting the 
proverbial curtains occasionally to merge their reality with ours and create a strange 
in between space for atrocious encounters. On a larger scale besides singular man- 
ifestations or Avatars, Rituals can be performed to try and bring the Fear or Fears 
fully into our world, shaping it entirely into a new reality. Rituals, while usually con- 
tained to a single Fear, are culminations of entire groups of people dedicated to that 
particular Entity attempting a large amount of sacrifices to bring their horror into 
the world, ideally consuming and shaping the world to fit something new and terrify- 


ing. 


These narrative frames lend themselves to longer forms of play as the players at- 
tempt to research the group’s and the Fear’s weakness, trying to stop this attempt at 
ending the world. As a longer form of play, it allows for more opportunities of con- 
frontations, character Thread changes and developments, and a variety of uses of 
Marks and Moves. 


Grand or (ass Rituals 


Rarely known, spoken about, and hardly ever attempted, are Grand Rituals, also 
known as Mass Rituals. These entail the involvement of large groups or all of the 
fears at once, with a single Fear as a lynchpin. Some suppose that only a ritual of this 
scale, linked as the fears are, would allow the Entities into our world in full. No one 
knows quite how these are performed, or how they would even work. 


These narratives lend themselves most obviously to long form play, involving many, 
many confrontations, Marks, and even smaller Ritual attempts, before a final culmi- 
nating Ritual. It is very easy to slowly reveal this as the sort of “end goal all along” 
after the players have struggled endlessly through all sorts of smaller trials. 


Story Concepts 


Stranger at the Mall 


You and your group have been working in a local mall for several months. For the past cou- 
ple of weeks, not only have the mannikins been increasing, they seem to be placed around 
very strangely, oftentimes winding up in the middle of the walkways in the mornings be- 
fore the mall opens. Your bosses, occupied with themselves, have paid no attention to this, 
and it is up to you all to figure out what on earth is going on. 


This is a single fear one-shot or short form play story. Can be expanded if added to. 


Play Plan 


Areas of Interest 

e First floor: has the checkout desk, register, and all of the normal clothing sections 
including mannequins. If paid close attention to, the mannequins will at some point 
switch clothes. 

e Second floor: has jewelry, bag, and designer clothes sections, including a few manne- 
quins. 

e CCTV Room: guarded by two security guards very loosely, with one on patrol, it isn’t that 
hard to get into. Requires a Perform or Connect the Dots check or something similar 
to work the cameras to see the night before. If successful, there will be movement of 
something human shaped on the second floor. 

e Other clothing stores: local clothing store owners mention feeling like they are being 
stalked, and that occasionally their merchandise will go missing. 


If the mannequins are broken, they will snap easily but feel strangely like human flesh, and 
make the sound of breaking human bones. If the players come down from the second floor 
after or around midnight, they will be confronted by a mass of amalgated mannequin bod- 
ies in a squirming heap, surrounded by a circle of dancing mannequins, roll Withstand. The 
mannequin mass will try to reach for them and chase them until the players exit the mall. 
The play can be ended here or continued towards a second confrontation after some Re- 
search and/or Comfort. 
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Ghe Woods are Ours 


You've been staying in a small mountainous town next to a large forest, which is 
where many people go camping. Recently, a few people have been going missing in 
the forest, and there are yowling and shuddering sounds from the forest. You can’t 
tell if the sounds are just what the forest animals sound like, or if it’s... more human. 


This is a single fear one-shot or short form play story. Can be expanded if added to. 


Play Plan 


Areas of Interest 


Ransacked campsite: you know that people go camping pretty often, here, but 
whoever’s cleaning up here must've not gotten the message, their stuff is every- 
where. Strangely, nothing valuable’s been stolen from the almost-full left behind 
packs. 

Kid's Treehouse: there is old evidence of kids playing there, but is mostly empty 
besides some knocked over chairs and a strangely scratched up ladder up to the 
treehouse. 

Park Ranger’s Station: it’s empty, for some reason. There should definitely be 
someone there, and the weapons and communication devices are in place, but 
there’s no one there, and there are strange puddles of rusty brown stains on the 
wood floor. 

Small clearings: clearings is maybe generous, but there are patches of thinning 
trees all over the forest, which is unusual. All of the clearings have trees sur- 
rounding them that have strange scratches against the bases. They lead some- 
where... 


After a while of exploring, there will be a strange almost-human, almost-wolf howl, 
with answering howls, and rushing through the trees. Eventually the players will 
meet a group of not-people, whose bodies are covered in patchy fur and have elon- 
gated limbs, running on all fours. They run, and need Duck & Cover checks to keep up 
with, and when you follow they knock open a tree to consume a yowling creature that 
looks like a weaker version of them. The whole time, roll Withstand and Duck & Cover, 
and those that can keep up with the pack and fail their Withstand checks should be 
compelled to howl and possibly join the pack. 


Gbe Sudden Old Library 


You've lived in the city a while, and have never seen this giant library before. The walls are 
decorated with its obvious historical past, so it must’ve been here. The books they have 
on offer are on simply anything you can imagine, and the place is old but well maintained, 
decorated with paintings of library owners and various librarians, even the occasional 
painting just for looking. When you first arrived, there were people everywhere, but even 
after just a few short hours everyone seems to have gone missing. You can hear them - 
coughing, turning pages, sneezing, walking - but you can’t find anyone. 


This is a multi-fear short form play story, that can easily be expanded into something lon- 
ger. 


Play Plan 


Areas of Interest 

e Main hall: where the players start, eventually get caught up in reading and are unable to 
find any other humans except each other even though they can hear people. 

e Entity themed rooms: each room the players wander through is specific to each Entity, 
and has the characteristics and stories belonging to that Entity. For example, a room 
with a pitch black floor and endlessly tall bookshelves with ladders, every so often you 
hear something hit the ground but you can’t find where. The sound is getting closer. 

e Entity specific books: certain rooms have a central book, or the players will pull a book 
off a bookshelf. There is a Gutenberg Bible that is Flesh, where the descriptions of god’s 
punishment are horribly complex and described in uncomfortable depth. It feels like 
touching skin, and sometimes pulling apart the pages is like when you get up froma 
leather or plastic chair in summer and your skin almost sticks to the surface. There is a 
Hunt detective novel where the detective ends the stories by ripping into the culprits, 
and cannot be calmed unless he is searching. 

e Large circular room: there is only a sole bookshelf. It’s hard to tell the difference be- 
tween the windows and the paintings lining the walls as they're the same size and seem 
to consume the room, every window a different scene. All the eyes in the paintings look 
directly at you. Upon close inspection the bookshelf in the center also works as a door, 
with a large eye-shaped keyhole. The key is located behind one of the paintings, ina 
small compartment. On one of the tables or desks in the room is a globe where the un- 
derlying image is an eye instead of a map. 


Each time a player reads a book, have them roll Withstand to avoid being pulled into one 
of the Entity books. If they fail, describe the fascinating story and how deeply the player 
character seems to connect with it. 


As the players move through the rooms, you should mention they feel watched, and that 
there is often something or someone moving through the rooms besides them, sometimes 
chasing them. When the GM feels they have been through enough rooms, or they break 
through a window, they reach the circular room. In the large circular room, the feeling of 
being watched becomes almost overwhelming, roll Withstand. 


Zo 


Fears and 
Categorization 


Buried 

Also called The Centre, Choke, Too Close | Cannot Breathe, Forever Deep Below Creation. 
The fear of small spaces, suffocating, drowning, being buried alive. Fear of everything 
crashing down around/on oneself. Fear of being trapped without enough space. Manifests 
as Caves, dirt, financial issues, heavy rain, underground transport, tight spaces such as 
coffins. The Buried’s most well known ritual is called the “Sunken Sky”. 


Corruption 

Also called Filth, The Crawling Rot, Flesh Hive. The fear of corruption, disease, filth. Fear of 
the feelings of disgust, revulsion and the things or beings that might evoke such feelings. 
Manifests as mould, bugs, rot, decay, infection, the feeling of one’s skin crawling. Can also 
manifest as unhealthy love and companionship. 


Dark 


Also called Mr. Pitch, The Forever Blind. The primal fear of the dark, of what lies beyond 
that we cannot see, and the creatures hiding from our view. The Dark is said to be one of 
the oldest Entities. Manifests as creatures hidden in the dark, shadow figures & monsters, 
blindness, coldness, dark water. The Dark’s most well known ritual is called “The Extin- 
guished Sun." 


Desolation 


Also called The Lightless Flame, The Torturing Flame, The Devastation, The Blackened 
Earth, The Ravening Burn, Asag. The fear of pain, loss, burning, and destruction, especially 
with a senseless cause. Followers are enriched by destroying the lives of people who had 
things to live for, and destroying things before their potential is realised. Manifests as fire, 
wax, heat, burns, destruction of potential. The Desolation’s most well known ritual is called 
“The Scoured Earth.” 
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End 


Also called Death, Terminus, The Coming End That Waits For All And Cannot Be Ig- 
nored. The fear of death itself - uncaring and unstoppable. Manifests as bones, 
various forms of the dead (skeletons, mummies, zombies, etc.). Also has close ties to 
dreams and can manifest through them. There are no known End rituals, as everyone 
is already claimed by the End eventually. 


Eye 


Also called Beholding, The Ceaseless Watcher, It Knows You. The fear of being 
watched, exposed, followed, having secrets exposed. Can also pertain to the drive to 
know and understand, even if your discoveries might destroy you. Manifests as eyes, 
security cameras, a creature or figure that keeps constant watch. Often manifests in 
libraries and books. The Eye’s most known ritual is called "The Watcher's Crown." 


Flesh 


Also called Viscera. Born from the fear held by animals bred for meat, and in the 
human realisation that we are just animated meat and bones. Manifests as meat, 
corpses, blood, bones, butchers, meat-related industry. Often manifests as strange 
bodies—bodies being unnaturally twisted, reshaped, and butchered. Thought to be 
the newest of the 14, born around the time of the Industrial Revolution. The Flesh’s 
most well known ritual is called “The Last Feast.” 


lejetere 


The animalistic fear of being chased or hunted; the primal fear of being prey. 
Manifests as predators, predatory monsters, animal instincts, animalistic traits. 
Takes hold of apparently “normal” people after they are exposed to the need for 
The Hunt. Self-proclaimed monster hunters might become ‘Hunters’ and proceed to 
develop a need to hunt and kill monsters. It is less able to affect humans due to our 
self-removal from the food chain. The Hunt’s most well known ritual is called “The 
Everchase,"” though it often fails because those involved are too caught up to reach 
the end of the ritual, if there is one. 


Lonel: 


Also called Forsaken, The One Alone. The fear of isolation, of being completely cut off 
and alone or disconnected from the rest of society. Manifests as fog, large rooms, 
silence, crowds of faceless people. One of the Lonely’s known rituals is called “The 
Silence." 


Slaughter 


The fear Of unpredictable, unmotivated violence. The fear of pain coming at sudden, ran- 
dom moments. Manifests as people driven “mad with Slaughter,” soldiers, music that 
either induces Slaughter or warns that Slaughter is coming. Often manifests in imagery of 
war or murder, and can appear wild like a frenzied killer or calm and regimented like sol- 
diers firing on the battlefield. The Slaughter’s most well known ritual is called The Risen 
War.” 


Spiral 

Also called Es Mentiras (It Is Lies), The Twisting Deceit, It Is Not What It Is. The fear of mad- 
ness, that the world you know is wrong, that your mind is lying to you. Fear of deception, 
lying, deceiving of the mind and senses. The Spiral appears with imagery of spirals, pat- 
terns and fractals, and often manifests as hallucinations or illusions. The Spiral’s most we 
known ritual is called "The Twisting.” 


Scran 


Also called TDo Not Know You. The fear of the unknown, the uncanny, the unfamiliar. The 


creeping sense that something is not right. Manifests as beings and aspects of beings that 


provoke an “uncanny valley"[35] response: human and other being-adjacent forms, such 
as mannequins, wax figures, masks, and taxidermy. Often manifests in theatres and per- 
formances. The Stranger’s most well-known ritual is called “The Unknowing.” 


Vast 


Also called The Falling Titan. The fear of heights, falling, and large open spaces including 
sky, space, and deep water. More broadly: the human fear of insignificance and mean- 
inglessness, of losing oneself in too much space. Manifests as void, wide-open spaces, 
vertigo, falling, the transformation of something that should have a limit into something 
infinite. One of the most well-known Vast rituals was called “The Awful Deep.” 


Web 


Also called The Spider, The Great Spider, Mother of Puppets, The Mother, The Spinner of 
Schemes, The Hidden Machination. The fear of being controlled or trapped, especially be- 
ing unaware of one’s own entrapment. The fear of being forced to do things against one’s 
own will, of being manipulated. Manifests as spiders, spider webs, web-like patterns, pup- 
pets. The Web is not known to have a ritual, but there are whispers of “The Mass Ritual” 
which bring all of the fears into a new world together. 
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A New Fear? 


Extinction 

Also called The Terrible Change, The Future Without Us, The World Is Always Ending. 
The fear of catastrophic change, destruction of nature, destruction of human skin 
and tissue, the destruction of humanity itself and its replacement by something dif- 
ferent; all of this especially via mankind’s own causing. 


Manifests through human technology such as computers, code, and radio, and 
seems to present horrifying visions of what humans could become, or what could 
become of humans. 


There is no known ritual for the Extinction, and in fact many want to stop it from 
coming fully into the world at all. It is the newest fear. 


a, 


= 


Fears As One 


The Fears developed slowly over time, as the more beings grew to fear things, the 
stronger and more separate these Entities grew. It is commonly theorized that orig- 
initially there was only the fear of Death, and that each other category of fear has 
only branched from this. This, in essence, means that the Fears are more melded to- 
gether than the categorization that Robert Smirke and many others have given them. 
After all, they are supernatural Entities, and not easily understood by human minds. 


Despite each distinction, this is only one form of categorization of the Entities as 
described by Robert Smirke. There are likely many other attempts at categorization 
that have gone unmentioned here, and you are more than welcome to explore as 
many of those as you please. 
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Previous Rituals 
Wiki Link 


Buried 

Known as the “Sunken Sky,” this ritual was attempted in 2008 in Bucoda, Washington. This 
ritual involved residents tossing themselves in a giant pit that grew wider and bigger with 
each life taken, the entire town eventually becoming involved. The ritual was disrupted by 
Gertrude Robinson, an Archivist of the Magnus Institute, London, through throwing a per- 
son marked by the Vast into the pit, whose name was Jan Kilbride. The backlash from this 
failed ritual involved a large ‘earthquake’ that eliminated the entirety of Bucoda. 


Corruption 

There is no written knowledge on a specific Corruption ritual, though it is known that there 
was one attempted at some point. The most recent attempt on a ritual has been in the tun- 
nels beneath the Magnus Institute, in which a ring of worms was sprayed down and killed 
by CO2 before anything could properly begin. It is theorized that instead of a formal ritual, 
the Corruption attempts to burrow through any narrow place between worlds. 


Dark 


Known as the "Extinguished Sun,” this ritual was attempted during the most recent solar 
eclipse in Ny-Alesund, in March of 2015. This 2015 ritual was held by The People’s Church 
of the Divine Host, a cult dedicated to the Dark, trying to create a ball of pure darkness 
named a "Dark Star." The cult had spent the week before sacrificing lives all over the world 
in order to culminate in the eclipse at Ny-Alesund. The ritual failed for an unknown or un- 
apparent reason. The previous attempt at this ritual was made during 1715. 


Desolation 


Known as "The Scoured Earth,” this ritual was attempted through the creation of a “messi- 


ah" known as Agnes Montague, who was intended to be sacrificed for the sake of the ritual. 


Agnes Montague herself was not only suppressed by Gertrude Robinson, but also formed 
doubts about her own destiny and hung herself before the ritual. This was intended to not 
delay the ritual as long as usual, as the ritual itself had not failed, and the hoarded power 
would still linger for a new attempt soon. 
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Eye 


Known as "The Watcher’s Crown,” the last attempt of this ritual was on February 
13th, 1876, using the panopticon of the Millbank Prison. The ritual failed, but killed 
hundreds of prisoners and elevated the power of one of the Eye’s Avatar’s, Jonah 
Magnus. 


Flesh 


Known as "The Last Feast,” this ritual was attempted through a Gnostic temple in 
Instanbul, which contained a large “meat pit” in the basement which followers of the 
Flesh threw meat into. The ritual was stopped by Gertrude Robinson in October of 
2008 through her throwing explosives into the pit. 


lejetere 


Known as "The Everchase,” this ritual involves an endless hunt with no end. A possi- 
bly example of this involved explorers hunting for a mythical location, leading them 
on achase to various locations and eventually the same place as they gradually lost 
track of what they were hunting. It is theorized that the Everchase is impossible to 
complete due to the nature of chasing instead of capturing any conquest, and that 
the ritual itself may actually be continually in progress. 


Lonel: 

Known as “The Silence,” this ritual was invented by Peter Lukas and attempted 
through an apartment complex designed to isolate the inhabitants entirely, leading 
to stressed and miserable people that would eventually be sealed into the building to 
die alone. Gertrude Robinson stopped the ritual through reporting it to The Guardian 
and giving it an enormous amount of attention. 


Slaughter 

Known as "The Great Twisting,” this ritual was attempted around 2009-11, in Sannikov 
Land, ‘a phantom island in the Artic Ocean’. The ritual contained many Spiral manifes- 
tations and Avatars, including The Distortion, and The Worker of Clay, the latter of which 
built a massive altar for the ritual. The ritual included a thousand human sacrifices and 
centered around the Distortion, who would “open all the places that were never there.” 
Gertrude Robinson stopped the ritual through sending Michael Shelley, her assistant, 
through the Distortion with a map to navigate it, and merging the two into one being when 
he reached the center. 


Scran: 

Known as "The Unknowing,” this ritual was attempted in written knowledge in both 1787 
and 2017. The ritual itself involves a strange and chaotic dance of false people which con- 
fuses and causes all semiotic senses to fail. In 1787 the ritual was stopped by the Slaugh- 
ter, and in 2017 the ritual was stopped by an explosion planned by a Hunter and several 
agents of the Eye. 


Vast 

Known as "The Awful Deep,” this ritual was invented by Simon Fairchild and attempted in 
1853, involving a group of sacrifices being brought deep underwater by a specially devised 
diving bell. The ritual was stopped by an agent of the Hunt, and lacked power due to the 
fact that thalassophobia was not common enough to take advantage of for a ritual. 


Web 


According to Avatar of the Lonely Peter Lukas, the Web has never attempted a ritual, which 
might possibly be because the Web prefers the world as it is in order to manipulate it. 
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Avatars 


Wiki Link 


The term “avatar” is acommon epithet for those that have gained otherworldly abil- 
ities from the Fears, and for the terms of this game, have lost their humanity to the 
Fears as well. There is no stricter definition of the term because it is a human at- 
tempt to categorize something from the Fears. 


Becoming an “avatar” takes conscious choice not on the Player’s part, but instead 
by the Character. If reaching 16 despair, the choice is taken from the Player in favor 
of the Character, and the Character loses themselves to their power, fear, or other- 
wise, and their humanity is lost. In practical mechanical terms, the Character be- 
comes a Non-Player Character now used by the Game Master. 


The Player must now hand over their character sheet and create a new Character, 
since their old one is now an Avatar. 


Avatars are effectively immortal, as they can heal rapidly, have already died once, 
and some are even impervious to physical harm in general. Avatars can usually be 
killed by a Fear opposite of theirs, or through some methods of brute force. 


E.g. to kill a buried avatar from an extremely Vast death, or to cover a Corruption ava- 
tar with CO2 or lock one in a box of cement. 


Sheets 


. 


Player Name Character Name 


Despair 


Curiosity Scope It Out 
Research 
: Connect the Dots 
Communicate 
Comfort 
Talk It Out 


Willpower Manipulate 


Marks 


Withstand 

Perform 
Survivability 

Duck and Cover 


Elbow Grease 
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LTT ETT 


[| [| [| Advance 


Threads 


Equipment & Notes 


